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Jnseft yiMir BRISTIS^ urtrWge into your AUrl S200 SuperSyilem^s ezpialneO In your ownon guWc and Bjrn on yoro iynem. flu^ 
onaconooUer Into controlltr portal. A saoorrd controior can De ntarteo into controller port 02 For two player cnaHenget. 





Game Objective 


The object Is to palm all the rooms In a buudmg without losirsg your paint brusnes and oetore time runs out Tour goal is to palm aR 
a buildings In each or Ihe 6 different slillls. Try to getallinepriees and paint the buildings as fast as posPble lo get a high score. 

have a completed message. Discovering all sbi hidden messages [one from each skill] Is the ultimate challenge. 


T 





Game Elements 

ElevAlors 


Ladders 


TTw 3 ladden are locale^ In the batemcm. They lead (d the Aral floor, and slop at the bottom of the elevator tfiaftt- virhen you climb 
up a ladder into an elevator Uialt you must move quicUy to the right oT left to avoid being rin by and elevator. With practice, you 
tviK beaMc id run a ladder into «i elevator and ride Id the noor of your choice. 

Paint Brushes 





Each building ft timed. The largo the job, the more time you have, but don't dillydailyl In the Tim buBdirig you are allowed 20 
seconds. Thereafter your time will Increase by 10 seconds per budding. The time Is displayed as a numeric value in the lower right 
comer. For the last 5 seconds of game play the floors will start 10 flash, Thb Is to alert you that bmels running out. 






Ihcchancctogaln eelrapolna. fSce ScortngJ. 

Frying HatfnntsTM 






building. They will always hath briefly before flying across to warn you they arecoming. 


Dumb Buckets TM 




TSie Dumb Buckett always move In a similar partem across the building from fefi to right. They firtt appear in building #2 and 
continue thereafter, Th^ start from the left side of the screen. Their movements are very predictable. If a Dumb Bucket enters the 
2nd floor, the neat orte will enter the 1st floor, neat the basement level, then the top floor, and so on. They will run ovrrr the right 



$a^^ rooms look Kfce any omor rooms. Vow painter is sate, because Dumb Boefcets win rtever enter a SaFe Room. Howeva, Flying 


Brenda (he Brat TM 



A steam pipe exiersds up rrom the rnkSdie of ttse floor In certain rooms. These oOstactes begin to appear m skia 1, bulldSrtg a 5. The 
player wdf trip over them and losea brush, unless hejumsss over the steam ptfsefWst. 


RcOII Brushes 


pfltnt Qrustiet dUpl(<ycd in somcof thcrooms In the building. This wiltenubieyou to paint again. 

Levels and Skills 


It. Painters must paint all buildings in the dark. You can bump into elevators andjump Into a shah without 


Sklll6-^lighltan - 


in elevator or jump down a t 


Rooms; Each room painted is worth 50 points. It takes 5 brush strokes, worth 10 points each, to paint a room. 

Srenda: Brenda will subtract 40 points from your score everyalmeshe pub her handprint on a ires hly painted wall. 

&ush Counter: In the basement near the ladders you wiilsee a paint brush with a 2 digit number neat to It This number represents 

Score Chart: The extreme bottom of the play scrocn tsas roflow; 


Level Above). The next row up is the score tor each player. 


2- brush counter {basement near ladders] will Rash. 




Coming Soon from First Star Software... 
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